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HANNAH STOUFFER Los Angeles-based illustrator Hannah Stouffer finds a great 


Grandarray.com (USA) deal of comfort in imagery. She is infatuated with icons that 
embrace specific themes and subcultures, such as; luxury, 


decadence, classic americana, heavy metal, the animal remarkable, were it not for the fact that all her illustrations are 
kingdom, femininity and foliage. hand-drawn—no FreeHand, no Illustrator. In fact, she says this 
The intricate curling lines of her work might not seem so - intricate style has only developed during the past year. “I was 
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painting a lot in the past, but | was always trying to make my she explains, “I began some hand-drawn illustration work, the 
paintings more detailed, more illustrative. It never felt quite really decorative, time-consuming pieces. It felt really great— 
right.” Eventually, she decided to stop painting altogether, and, _really freeing, really comfortable.” 
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Most of her work is ink on paper, occasionally incorporating dig into the paper with. Once | have everything scanned, | am 
gouache and watercolors for gallery shows: “I like gel pens able to take them deeper in Photoshop. | can do the coloring 
and Uni-Ball Vision Exact rollers. | need a pen that | can really a lot faster this way, and I’m able to combine illustrations, in a 


kind of cut-and-paste style.” and a chance to grow. “I usually get all the basis of my style 
Making personal pieces is vital to her, even if she’s snowed from personal work, and then take it into commercial work,” 
under with commercial jobs. It’s both a source of inspiration she explains. “The illustrations | do for myself or for gallery 


You can see more of her designs at www.grandarray. 


com. Images copyright 2008 by Hannah Stouffer. All rights 


reserved. 


’m able to spend more 


time on them. | always feel better about them 


* shows are much more consuming. | 
more connected.” 
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O&A with Matt W. Moore 


Matt, you’ve been very busy. In the last year or so, you’ve 
moved from Portland, Maine to work for Burton Snowboards 
in Vermont, and now | hear you opened your own design firm 
in Boston. Can you give us a brief re-cap of what led you away 
from Portland and made it possible for you to start a design 
business in Boston? 


Well, | finished school in Portland in 2005 and worked at a 
design firm there for a while. It was a great job, but when the 
opportunity to move to Vermont for the web-design job with 
Burton Syndicate came my way, | had to give it a shot. Working 
in that industry was always my dream, and it was a blast to be 
there. For years | have been running MWM Graphics as a side- 
hustle—literally working almost every night and weekend. It 
got to the point where | was turning down really exciting jobs 


because | just couldn’t make the time. As it has always been: 


my dream to run my own studio full time, the logical step was 
to just go for it. Kinda scary, but very rewarding too. Boston 
is my hometown. | have enough friends here in the design 
world, so it made a lot of sense to relocate and set up shop. 


When surfing around the Net, and visiting my local magazine 
rack, MWM looks to be global. | am a bit overwhelmed on 
what aspect of the MWM empire to focus on. You have one 
hell of a PR team. 


Ha ha. PR team. Yeah right. It is just me and any help | can get 

from friends in the press and design world. If you could see 
my “birds nest” of a studio you might reconsider calling it an 
empire. It’s more “Beautiful Mind” than “Braveheart.” Ha ha. 
But yeah, | grind hard and try to make sure that when | drop a 
new project it gets into the right hands. Old school style, not 
PDF press packs. | send promos all over the globe to people | 
look up to. This strategy has worked wonders for me. 


ROJO Artspace in Barcelona has given you great exposure. 
They’ve promoted your vector graphics in their mag, on 
billboards, and on their ROJO TV station. Did you send promos 
to them or did they contact you first? 


| sent them a bunch of promos and they expressed interest 
back. They were really digging what | was doing with my 
“Vectorfunk” Series, and the rest is history. 


ROJO (rojo-magazine.com) is an amazing organization. 
Truly global. For real, check out how many books they have 
dropped, and check out their gallery network. So legit! Back 
in May, ROJO Artspace hosted my solo show “MWM: 20/20” 
in Barcelona. 
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How was it? 


Well, Barcelona is an amazing city. | was very comfortable 
there. | was lazy on the photo-taking, but if | had taken 
pictures it-would have been of the crazy bright colors, the 
intricate geometry tile mosaics, the insane architecture, and 
the speedy moped pilots. Everyone was very kind and slowed 
down their Espanol for me. It was fun trying to remember 
how to say stuff. 


The show was rad. | had to grind out 18 new paintings for the 
show, and | did a full gallery mural. My new hardcover book 
MWM: Vectorfunk was released on opening night. It was such 
an honor to be there. 


Speaking of new books, your B/W Bangers Book 4 just 
dropped. Each year these publications have a completely 
different format with a unique design. Do you direct or design 
these books in any way? 


Well, it’s like anything really. One thing leads to another. | live by 
the motto “range is conducive to growth” and | feel strongest 
when I create all sorts of different projects simultaneously. 


The B/W Bangers series is a way for me to do personal work 
away from the computer, and create a loose narrative that 
explores new ideas and visual vocabulary. 


It is a lifelong project. | plan to continue the series with a new 
installment every winter, each time with a new twist. 


You launched the PDF sticker zine Wallspankers in 2006. Is 
that project still continuing? 


Wallspankers is growing exponentially. The project has 
become a major hit and | am super-excited about that. 


Issue 4 was the “one-year anniversary mega-issue.” It dropped 
last spring, and the WS:1234 Book will go into production later 
this year. 


Everyone should contribute their work and join the movement. 
| promise it will be seen by the masses. 


What’s next on your agenda? 


I’m in it for the long haul, across the board. | will continue 
to grow MWM Graphics in all directions, personal and 
professional. 


My 5-year plan is ambitious, but | think | can pull it off. In the 
last year | have made some crucial alliances, so as long as | can 
keep coming up with new ideas and keep moving shapes and 
colors around, MWM Graphics and Knuckle Sandwich Press 
will continue to grow. 


One day, | will return to Maine and live in the sticks. I’m lucky, 
because this is totally an option with my trade. 


Matt W. Moore works across all disciplines, from monochrome watercolor 
paintings to massive murals and precise vector illustrations. His work has 
appeared in books, magazines and on billboards from around the globe. His 
portfolio can be seen at www.mwmgraphics.com. 


CRISTILAN VARGAS I’m Cristian Vargas. I’m a graphic designer and | work in my 


Typozon.com (South America) independent studio called Typozon. Design is my passion. I’ve 
been an Illustrator and graffiti artist since 1997. | really like to 


paint. Painting on walls makes me happy, and | feel free when After being employed at different studios and branding 
| express my ideas through my art. | have paintings in my city companies, in 2005 | decided to create Typozon, a studio that 
in several “special” places—indoors and outdoors. develops design, illustration and art projects. My work has 


been published in magazines, books and various Web sites __ of art, illustrations and typography can be viewed at www. 
specializing in art and design. | am working on several new _typozon.com. Images copyright none by Cristian Vargas. All 
projects that will be posted on my Web site. My portfolio rights reserved. 
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AdVICE FOR 
NEW ILLUSTRATORS 


by Nate Williams 


People often ask me how | got started as an illustrator, and 
if | can give them any advice regarding how to make a career 
out of it. When | first started, | wrote to illustrators that | 
admired and they were very generous with their information 
and expertise. So, | would like to return the favor by helping 
out new illustrators. Hopefully, you will find something 
useful in this article. 


Unique, Consistent Style 

The first step to a successful illustration career is to find 
your voice. You need a unique, consistent style. A lot of 
artists have trouble committing to one style because it 
goes against their nature of exploring different expressions 
of art. As an illustrator, art directors hire you because they 
want to give a project a specific tone. Art directors need to 
be able to count on your work being a certain way for their 
project or marketing campaign. Art directors usually don’t 
want to play style roulette. Of course, this doesn’t mean you 
can’t do other styles. (It does mean that the body of work 
should have consistency when you present your work to an 
art director.) A number of illustrators, writers, and musicians 
work under various names for this particular reason. For 
example, my alter ego is Alexander Blue. This moniker is for 
my more wackier and colorful style. 


Setting Up Shop 

All your marketing efforts should point back to your Web site. 
A Web site is a place where you can centralize information. 
Once you have a good, user friendly, Web site, keep it up to 
date, and give your clients a few actionable options. Your site 
should have your contact information, email, phone and a link 
to subscribe to your RSS feed. . : 


Postcard mailers are the next cost-effective tactic to promote 
your work. Lots of times, art directors just need to be reminded 
you exist. Branding frequently is better than spending a lot 
of money on one marketing tactic. Don’t put all your eggs in 
one basket. It is better to spend your money on mailing several 
promotional postcards a year and not making one big portfolio 
book to send out. 


Create a Mailing List 

Once you make a connection with a client, you want to keep it. 
It takes more money to get a new customer than to sell to an 
existing one. There are lots of free emailing lists. | personally 
recommend PHP List. 


Cold calls are something you will have to do when starting out. 
Find magazines and newspapers that you like or that would 
be a good fit for your art. Contact the art director and ask 
them if it’s okay to send them a few examples of your work. 
Never send more than three pieces. They will know what your 
artwork is about after seeing only three pieces. 


Take advantage of online communities where you can 
communicate with other artists, share information, find 
mentors and be more connected to the industry. 


Attitude 

After working as an art director for Microsoft’s Xbox, | can’t 
emphasize how important it is to have a positive attitude. 
Of course, talent is crucial, but talent isn’t the only thing that 
gets you work. People are people and it’s always nicer to work 
with someone that is positive and solution-oriented. | have 
hired tons of external agencies to create Web sites and other 
online promotional material. All the agencies were extremely 
talented, but those people who could talk about their work in 
an exciting way, accept feedback, and were easy to work with 
were the ones | hired again and again. 


Informational 
You can save yourself a lot of extra work by asking your client 
a few questions up front. 


Get the Basic Information: 
* Dimensions; 
* Resolution; 
* Color or black and white; and 
* Important due dates 


If this is the first time working with the client, ask them: 
* Why did you choose me for this project? 
* Which pieces of work do you particularly like and why? 
* How did you discover me? 
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This will give you a better idea of what the client likes about 
your work, why they chose you for this particular project and 
what they expect. 


If you’re designing a long editorial, get more information: 

* What part of the story do they want emphasized? 

*Is there anything they want to stay away from? 

* Do they have any ideas? (This doesn’t mean to use all of 
their ideas, but it can give you some guidelines of what they 
are looking for.) 


Tracking the Work 

If you want to make a promising career out of illustration, you 
will need a good way to keep track of your jobs. Always make 
sure you meet the deadlines and get paid for your work. 


Keep a Record About: 
* When are roughs due? 
* When are final sketches due? 
* Are there any jobs you need to complete first? 
* Are some months too busy? 
*Who hasn’t paid? 


To keep track of this information, program a little MySQL 
database application for it, or you can just as easily track it 
using a spread sheet or some other existing software. | have 
a client side Web page for every job where the client and | can 
keep track of the job’s progress. 


This Page Includes: 
*the job dates; 
* contact information; 
* creative direction/job info; 
* pencil sketches; 
* final image; and 
* a link for the client to download the final file 


Creating the Work 

Brainstorm. Get inspired by your environment. | always do 
my brainstorming and rough sketches outside of my house. 
Sometimes, | will take a bus ride with no destination in mind. | 
also will sit on a park bench and watch people, or walk through 
the city. When you put yourself in new environments you 
notice things. You notice subtleties. Being outside is a great 
way to spark your creativity and start thinking of analogies 
that might be good for your illustration. 


People interpret the world with their senses. The more senses 
you engage, the more memorable your piece will be. Think 
about how the project relates to sound, touch, taste, smell 
and sight. 


Think of the best three words to describe the subject matter 
of what the client wants. For example, let’s say the words 
“motorist,” “anger” and “crazy” come to mind. What symbols 
visually represents these words the best? 


“Motorist” can mean cars, motorcycles or someone riding a 
bicycle. “Anger” equals red face, fighting and yelling. “Crazy” 


can be a ridiculous situation. So, the symbols could be a car 
driver and a cyclist in a boxing ring or red-faced cyclist and car 
driver racing on a drag strip. 


These symbols need to be arranged in a way to convey a 
point. Making rough sketches will help in figuring out the 
relationship between these symbols. 


Pencil Sketches 

Talk to the client about your ideas. Create some pencil 
sketches, because it’s too hard for clients to envision what you 
are talking about with only text (emails) or a phone call. 


My sketches are extremely rough. It only takes me 60 seconds 
to draw them. | sketch very loose and fast. | try to focus on the 
ideas and not on the craftsmanship. At this stage, it’s all about 
ideas and not having a slow drawing hand get in the way. 


Take pictures of your sketches with a digital camera. This a 
lot faster than scanning them in. Remember, these are rough 
sketches. Quality isn’t important. 


When showing the rough sketches to the client, explain to 
them to only focus on the concepts. Reassure them that the 
final piece won't look exactly like the rough sketches. 


The client will contact you with their feedback. Usually saying 
something like, “sketch four is great, but can we emphasis the 
blah and take out the blah, switch this for that...” 


Final 

The process changes a little for each project .| create my work 
in a variety of ways. Sometimes | paint with acrylics, or draw 
with sharpie markers, ball point pens, a Wacom tablet, paint 
with india ink, create textures with water color or photocopy 
machines. Basically, | am creating a library of modular pieces 
that | can put into the computer and rearrange the size, 
composition and color. — 


| really like organic textures and loose free flowing lines, but 
as an illustrator with quick turnaround times, | need to be able 
to make quick changes and easily incorporate client feedback. 
| can mix all these organic elements in a way that is easy to 
modify and edit with my “stock library” on my computer. 


To spark my creativity, | often re-use pieces from my other 
works. | collage my own stuff—maybe a head will be a cloud, 
or a bike wheel—this helps me quickly create compositions 
and helps me with placement. | then modify pieces specific 
to the illustrations needs. This really helps me get started and 
get the ball rolling. 


emt 
Nate Williams is the founder of www.illustrationmundo.com. His work has 
appeared in numerous magazines and newspapers from around the globe. 
His portfolio can be seen at www.n8w.com. 


We like to publish articles by artists who want to share their craft. The idea is 
to introduce a forum for artists to read or write about artistic opportunities 
with like-minded colleagues. If you have a story to share, please contact us. 


DDRprojects 


WWWDDRprojects.com 


art gallery 


oe 


‘ ‘ | fe 
SS) Jj ". 
0 


) 


YUM S 


Gee 


B Ca chy 


Two screen-prints by Clif Whitehead are available at 
artbureau.etsy.com. 


know YOUR PROdUCT 
_ THANKS TO ALL THE ARTISTS FOR SHARING 


_ Aqua Boogie #3 & #4: 
_ self-published zines by Kelsey Brookes. Signed in an edition of 
_ 200 copies (kelseybrookes.com). 


_ arazor carved plywood cigarette by n/Plywood. 


"PEEL: The Art of the Sticker: 

} - this book includes photo and interview highlights from the 

- first eight issues of PEELzine. Signed by Dave and Holly Combs 
_(GORILLAMART.com). 


_ Ciah-Ciah & Bell: 
‘ Ciah-Ciah & Bell sticker pack (ciahciah.com). 


_ Negative Space Zine Issue One: 

a 16-page, photocopied zine with doodles, mail-art, freight 
pics, stickers & interviews with street artists (myspace.com/ 
undergroundguerillaart). 


| ‘Mini Dogger Jr & Mini Sonnie—Handmade Plushie Set: 
_ aset of limited edition, 100% handmade, unique plushies. 


Dimensions: approx. 11 cm x 8 cm each. Created by Szalontai 


_ llona & Simon Tibor (eyebone.etsy.com). 


Moulgar Bag Digest: 
a six-page zine of collaborative drawings by Rusty Jordan 
& Brent Harada (rustyjordan.com). 


Rose stencil-print: 
a beautiful two-color stencil-print of a rose by Shawn Hebrank 
(shawnhebrank.com). 


Sacred Mtn: 

a collection of new works by Scott Barry. Contents include: 
two posters, a folded booklet titled //, a t-shirt, a matchbook, 
several stickers & pins. There is also a musical CD recorded 
by Scott Barry & Nathan Cozzolino & a pair of UV sunglasses 
(sacredmtn.com). 


Splunny gift set: 
a hand-painted wine cork & two button badges by Splunny 
(splunny.net). 


War Triptych: 
a set of three screen-prints on raw chipboard. Each signed by 
the artist (iamsomeguy.com). 


WANT TO SHARE SOMETHING? 

ART BUREAU: 3321 SW KELLY AVE., PORTLAND, OREGON 97239 USA 
WE’RE SUCKERS FOR ART-RELATED MAGAZINES, BOOKS, PRINTS, 
STICKERS, ART MAILINGS & UNIQUE GALLERY/ARTIST PROMOS. 
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sUREAU OLTRECTORY 
: PEOPLE, ART BUREAU 17 WOULD NOT EXIST: 


! Do aes milkjar.com 
sees eereebeseetesbappseesccesacninionspnncnasnoncerndeeesens ciahciah.com 
Wo heclttin cnet pee ate aceon ddrprojects.com 
ence renee flickr.com/photos/eldientedeoro 
; eyeformation.net 
PE bails ecdstossconeechastetstbe anpametns ieee artbureau.org 
apodlliaierae guapocomicsandbooks.com 
scdstbonsajaceebeameermensMes gunbabygraphics.com 
eee asudas raced tne pmeictapetetnecseecaaibess grandarray.com 
Ui icealeesbaceettonesseeeH gman henrydenander.com 
iatrontesn isnt eokis esti Obs aaa myspace.com/inksecticid 
pelletfactory.com 
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POSTSCRIPT 


This is it, the last Art Bureau “zine.” I’ve always been 
proud of the slow and organic growth of the Bureau. It was 
first introduced as an online gallery (2000) and a simple 
photocopied artzine soon followed. 


In 2007, Art Bureau began to create affordable hand- 
screened prints for artists to sell. Creating more screen- 
prints will be the main focus for now on. 


Art Bureau will continue to print publications, just not 
in a “zine” format. A monthly calendar featuring 31 artists is 
hot off the press, and Art Bureau Comix (a graphic novel) is 
in the making. The real big news is Art Bureau 20. It will be 
a 96-page, perfect-bound book to be published in 2009. 


Sure, it’s taken almost ten years to get here, but 
promoting artists has always been the goal, and Art Bureau 
will continue to do just that—slowly, but surely. 


COLOPHON 


First printing of 500 copies. Fifty numbered copies are 
designated as deluxe editions and include a Sabertooth 
medallion designed by Hannah Stouffer and cut by Gunbaby 
Graphics. Promotional matchbooks, postcards, a sticker 
and stationery card by Grand*Array, and an original signed 
drawing by Typozon with a button badge and sticker is also 
included. 
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We’ve moved our inventory to Etsy! 
4 Please visit our Etsy Shop for unique Art Bureau 
= combos, deluxe editions and back-issue bundles. 


ART BUREAU BACK ISSUES 


AB 16: Bubi Au Yeung, Piktorama, Eyeformation & a Q&A 

~ with Dom Hall, editor of Computer Arts Projects with 
artwork by Catalina Estrada, Mulheres Barbadas & Zeptonn. 
Cover by Mulheres Barbadas. 


AB 15: Sebastian Bagge + Julio Rolle (44flavours), Someguy 
from 1000 Journals Project, Inksecticid & Topsi. 
Cover by 44flavours. 


AB 14: Henrique Lima + Julio Zukerman from Mulheres 
Barbadas, Kyle Pellet, Julio R6lle, MWM Graphics anda Q&A 
with the film crew of Bomb It! 

Cover by Kyle Pellet. 


AB 13: Kelsey Brookes, Roz Foster & 18 others. 
Cover by Kelsey Brookes. 


AB 12: Feanne, Junichi Tsuneoka & Zeptonn. 
Cover by Junichi Tsuneoka. 


AB 11: Rob Dunlavey, Ann Ellis, Linzie Hunter & Andy Smith. 
Cover by Andy Smith. 


AB 9: d.oram, toon & Clif Whitehead. 
Cover by d.oram and stickers by toon. 


Plus signed screen-prints by: Ciah-Ciah, Inksecticid, 
Stuart Kolakovic, Kyle Pellet, Splunny & Clif Whitehead. 


